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About Alice

Downloads

The latest addition to the Alice
Suite, Alice 2.1 has been released,
designed to support the transition to
davws.

Mew Features of SAlice 2.1...
Felesse Moles. ..

Downlosd. ..

Setting Started with Alice 2.1

O —

Carmnerie Medbos

Alice 2.2 has been released with a
Spanish language cpticn. and an
automati c software update ocption .

Relesse Motes. ..
Cownload. ..

CORAL & =

An Educational Software that teaches students
computer programming in a 3D environment

Teaching

Community

Lsing an innowvative 30
prograrmaming envircnment that
makes it easy to oreate animations or
games, the Alice Project seels to
prowvide tools and materials for a
conceptual core of computatiocnal
thinking, prozlem solving, and
COIMupUTer pro-grarmrmeinsg.

The Alice Suite of educational tools
is designed to support teaching and
learning aoross a spechrum of ages,
grade levels, and classes in K-12 and
in college or university courses.

aashe |

Publications Support

alice.org

M\ revolution in computer science pedagogy

-.-.iid

The Alice team has developed
instructicnal materials to support
students arnd teachers in using this
new approach. Other auothors hawve
genercusly joined ocur efforts,
creating additiconal textboods.

Pead more...

The Alice Educator Mailing list
provides a guidck and easy way to ask
guestiocns, post ideas and nifty
assignments, and generally support
all members of the Alice teaching
oL ity

i il

Third Alice Synmposiom

The Third Alice Symposiom will be
held June 182, 20132 at Duke
rniversity in Durbham, NC. As part of
the Symposium, two—day workshops
will also b= held June 17-18, 22013
{Alice 2.3) and June 20-21, 20132
{Alice 3.1

Alice workshops Bogota, Columbia

The Alice Project presented two
one-day workshops at the Wiva
Digital. Columbia 2.0 conference in
Bogata, Columbia. These workshops
were sponsocred by the Columbian
Ministries of Technolocgy and
Informaticn and Educaticn.

Cetails £ Tther Mews and HMotes. ..

-&ﬂ

Share and gather knowledge about
Alice through ocur Aflfice Intro o
Proegramrmring Facebook page.
Students, teachers and enthusiasts
are all welcome! If you hawve a
guesticn or comment about Alice,

post it here!

Like Alice intmo fo ProgrSriirrrirrg

Alice 2.0 © 159592011 Alice 3 © 2008-2011.

Carnegie Melion University. All nahts reserved. We aratefully
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http://alice.org/

Alice in the Classroom

Integrates the Technology Standards, from
creativity and innovation to critical thinking and
problem solving.

Easy to use “drag and drop” programming for
students to demonstrate their knowledge in any
content or subject matter.

Engaging and interactive for learning and teaching.



Student examples . . .

http://www.schooltube.com/organization/170424/

Teachers: view online lessons

At http://www.cs.duke.edu/csed/alice09/

- try them and modify them to fit your classroom
needs, provide handouts, start with short lessons

and time to play, assign a project with specific
requirements


http://www.schooltube.com/organization/170424/
http://www.schooltube.com/organization/170424/
http://www.cs.duke.edu/csed/alice09/
http://www.cs.duke.edu/csed/alice09/
http://www.cs.duke.edu/csed/alice09/

Objectives:

Add objects

Set up a scene using Positioning tools

Quad view

Properties: (color, vehicle, sounds)

Methods: (predefined, create, edit)

Events: (world starts, arrow keys, )

User Controls: (Let arrows move)

Camera controls: (move, follow, scenes, views)

Where to learn more




Interface - Open new world

File

Open

new world Tomplata

for scene

Choose a

template
(space)

Click open




Interface - Maln Screen

B

: Events

- SO i w O rl d i Wvhen the world starts,
ODJECt 5 do world.my first method
Tree: B Preview
List of STeRpTEmETT

gpjects In = = Let arrows move
the World camera's details - —— = : — -

Events Editor

When mouse click

create new method

:: camera move @ world.my first method

i camera  turn world.my first method /o parametars | T L |

Details: carmora ol | woverines P—
P ro p e rt| es ’ et - ~ camera ~ move backward — 5 meters — more..
methods and i ™" =
functions of A caners piaysouna Methods Editor

an object. Hoaro: RELERS

i camera move to

iDoin order| Do together ‘[fElse “Loop| :while :For allin order :For all together| | Wait |“ print | |50




Properties

Every Object has properties that you can

adjust/change

Practice

1. Click on the ground

ick properties

nange color (try a few)
ick UNDO

ol
OO0

Notice:
vehicle, point of view, sounds
(we will use later)

astronaut's details

I’pruperties rmethnds rﬂ_mctiuns |

create new variahle

capture pose

“color =

Eﬁéupacity = 1 (100%)

vehicle = world

“sKin texture = astronaut.newspaceman
“fillingStyle = solid

“pointOfview = position: 2.4, 0.06, 0.98; d
“isShowing = true

Seldom Used Properties
Sounds
Texture Maps

rmodeled by: Brian Levinthal

painted n: Chend Platz




Methods

File Edit Tools Help

‘ @ piay | | ] Undo || | ﬁ lL}
<m‘d Events createneweuentl

- “ When the world starts,

:5:6 g ©  do “world.myfirst method
[y groun i

EEEQ astronaut

camera's details

rprupenies rmelhuds rfunctiuns |

- I . _ -
Detalls- 3 =43
Properties, (@ worldmy first method
m et h O d S a n d world.my first method No parameters
functions of
a n O bJ- eCt aaaaaa move bhackward 5 meters more...
- &
i camera think
= -
camers oy sond Methods Editor
aaaaaa get a good look at
mmmmmmmm to = = o = = = = = = =
= | :Doinorder| Do together “IfElse :Loop |:While :For allinorder :For all together “ Wait | 2 print s

-

Click Camera

Click Methods

Drag “camera move” over “do nothing” in the Editor area,
choose “backward, 5 meters. Click More to change duration
4. Click Play (top left)

N



Adding Objects

1. Click Add Objects

File Edit Tools Help

camera's details

create new method

camera
camera
camera

camera

i camera
camera

i camera

camera

camera

move
turn
roll

resize

say
think

play sound

get a good look at

move to

Events |create new event |

w O 'V ' d When the world starts,
" ¢ do [iworld.my first method

Preview

@ world.my first method

world.my first method Mo paramelers

No variables

| create new parameter |

| create new variable |

move backward 5 meters more...

“Doin order| ZDo together IfElse ‘Loop Wwhile :For allin order For all together

 Wvait

3 print




Adding objects

Click Home

=

tove Objects Freely

2. Click Bz gsgse

[[] affect subparts

Web Gallery

3. Scroll to find
the “Space”
folder

4. Find Astronaut
and Drag into
the World
Preview




Positioning Tools

File Edit Tools Help

1. Turn the
astronaut CEETEr
using the
positioning
tools

2. Click DONE
3. Click Play

Next slide
For positioning tools



Positioning Tools

1. Click on the tool
that you want

2. Click & hold on
the object you want
to position.

3. Move the mouse
to position the
object.

Fix mistakes with

‘ El'lgndn ‘

Set up - the next slide

Image

@ @ [(a (a |@ B4

K
K

@

Name Function

Pointer Moves the object in any direction

Tool along the ground.
\T/;r)tlical Moves the object up or down.
e Mqve left or right about its center
point.
Rotate Rotates the object forward or
Tool backward about its center.
Tumble  Rotates the object in any direction,
Tool keeping the center point fixed.
Resize Changes the size of the object,
Tool keeping the center point fixed.
Duplicate

ool Creates an exact copy of the object.

affect subparts




Events -
allow something to happen
while your world plays

Let’s have the user
control the astronaut
with the arrow keys.



Create New Event

1. Click on “create new event” u
2. Choose I Rt —
Let the arrow keys move s

3. Click on Camera and changeto [
astronaut, entire astronaut.

Events |create new event

- When the world starts,
¢ do world.my first method

4. Play your world and use the 55:
arrow keys to move astronaut e e camera

® Ccamera

® Camera
light
round

Did you loose your astronaut? ( estronaut ¥ 1)
e

Now, the camera needs to follow him.



Property — vehicle

Allows one object to move with another

First turn the astronaut around

1. Click on astronaut

astronaut

turn right

2. Drag “astronaut turn” and choose right 1/2 rotation

0.5 revalutions

maore...

1. Click on Camera

2. Click Properties

3. Dray “vehicle” to
the Editor area

4. Change “world” to Astronaut
/ entire astronaut

5. Click Play

Now camera should follow
the astronaut

i

‘ @]Play | | gUndo || Cw

Q ground

Q astronaut

camera's details

rpruperlies rmethuds rfunctlons |

fifpnimOﬂ.‘iew = position: -4.26, 1.6, 7.38;

Seldom Used Properties
Sounds
Texture Maps

Events |create new event |

i Ywhen the world starts,
¢ do |;world.myfirst method

@ world.my first method

world.my first method Mo parametors

“ camera

i camera set vehicle to astronaut —  mare...




Save your world

Edit Toals Help

i New World
£9 0Open World..

E] Save World

Save World As...
Export As A Web Page...
Export Video...

Export Code For Printing... :

Save your world often.

=L Save World As...

Save In: | csurf «| ||

] images
] material
] papers

-

Cancel

Files of Type: |.&2W (Alice World Files)

Alice will remind you to save your world every

15 minutes (you can change under preferences:
Click on edit, preferences, seldom used).




Add objects — add more objects and

set up your scene, use positioning tools

(’3 Alice (2.0 04/05/2005) - C:\Users\user\Documents\carohCMTC\space.a2w
File Edit Tools Help

EDEE

D world

D99 camera
Qight
(@ vround
Y
@ satelite

Rearth

lunarlander's details

properties

create new variable

capture pose

“color =

“opacity = 1(100%)
 vehicle = world
‘skintexture = <None>

fillingStyle = solid

‘isShowing = true -

Seldom Used Properties
Sounds

® single view ) quad view

rTurn Objects Left and Right

heEEgE

(o [@x]

[] affect subparts

more controls >>

Search Gallery

Positioning Tools

Snapshot of
scenes / views

For camera

Back to
Editing
Methods

Create 3D Text

Click to create 3D1



Add more objects

1. Drag the objects where you want them in the scene.

£ Alice (2.0 04/05/2005) - C:\Users\user\Documents\carohCMTC\space.a2w [al@]z]
- P:
File Edit Tools Help

WEB GALLERY
Lunarlander (space)
Earth (new, planets)
Satellite (new, planets)
Flag (objects)
Astronaut (space)

® singleview () quad view

NeEegse

[] affect subparts

more controls >>

> Web Gallery [ Search Gallery

opacity = 1(100%)

Before you move

skin texture = <No

objects around e

pointOfview = position: 291, |

* SAVE your
World

+| Sounds

NOTE: Do not use the blue arrows yet, until you save




Saving a scene or camera view

By saving a scene the animation will always
start at the same spot

Or
can quickly switch to another area in your

world



Saving a view or scene- (dummy objects)

Before you move any objects, ground, etc.
save the Original Scene....

1' ClICk on ® single view ) quad view @ single view ( quad view
Mowve Objects Freely
Mowve Objects Frealy
more T el & & & & Ik ©l8 € 8lE®
CcO ntrOIS . [ | affect subparts
affect subparts
2. Then [Cimore controls >~ LI [ -
Clle drOp lens angle: ——.
d u m my at :ﬂ-d: drop dummy at camera
Ca mera . :ﬂj drop dummy at selected object
. move camera to dummy:
3. Click Start =
DONE Check or switch your fewer controls <<

views by selecting move camera



Renaming objects

—\ [F[ e

[y originalView

A new Folder appears called Dummy Objects.
Right click it and rename it cameraViews.

Open the folder by clicking on the ¥ next to it.
Right click on the dummy object and rename it start or originalView.

Click DONE .




QN =

Add the camera view to beginning of
“World.my first method”

Click on Camera
Click on Methods
Drag “Camera
Set point of view
to” over “do
nothing”

Select - dummy
objects / start
Click “more”
and set the
duration to “0”
In order for it to
switch instantly

E[_‘

=jcamera

55:@:"“‘
[ ground
#H f?%lunarlander
[# . [ sateliite

@ earth
[ a astronaut

Q neil armstrong2
= _g;@ﬂaupole

=] (2] dummy objects

[ i@ start)

camera's details

) B

|(FroReries [methods [functions_

Redo |

“ camera  turntoface

<l

1

No

world.my first method No parameter.

o .

J 0 world.my first method ’

T —

set point of view to start —  more...

D




Save your world
Edit Toals Help

i New World
Dpen World...

E Save World

Save Wﬂl‘lﬂ As...

Export As A Web Page...
Export Video...

Export Code For Printing...

Progress Check



Methods

Create a new method for a series of steps so that
It Is easy to edit, fix, copy or add any time.

DLz
=

= Ly LeftUpperArm

A LEﬂLuwemrm:
f;;%ﬂighmppemrm
[ rigntupperLeg
EEEE)LEﬂUpperLeg

E) BackPack

Testing a method
Drag a method into the scene to try it.
Click undo when you are done testing or keep it

astronaut's details

|prnpenies Imethuds Ifunn:tinns

create new method

* astronaut move
- astronaut turn
* astronaut roll )

“ astronaut resize

astronaut  say

astronaut  think

astronaut  play sound

Practice:

1. click on the + sign beside astronaut

2. click on - left upper arm

3. Drag the method “roll” into the world
preview.
And Choose right ¥4 so that it looks like he
IS holding the flag
UNDO if it doesn’t work




Quad View

Position the flag on the astronaut’s hand as close as
possible. You can adjust it on the scene, using the
Quad view

1. click add objects

2. select quad view

e N | I orag object
LT

JF Move view

l:'HQ.\Zoom in and out




Vehicle

Have the flag move with the astronaut

1. Click on the flagpole (object tree)
2. Click on properties
3. Click the arrow next to vehicle
4. Choose astronaut
/ the entire astronaut

5. Play the world and use arrows
to move the astronaut,
check to see the flag move
with the astronaut

flagpole's details

I’pruperties rmethnds rfunctinns |

| create new variable |

capture pose

= world

Zcolor| =

® the entire world

opacity =
vehicle =
skin textu
~fillingStyle
;iépuimtlﬂm

carmera
light
ground
lunarlander
satellite
earth

]
]

fifisShuwingl

astronaut

»

| | world
|| o var]
o
the entire astronaut
LeftUpperirm I
RightUpperirm I
RightUpperLeg I
LeftUpperLeq I
BackPack
Helmet I




Progress Check



Commands

organize or synchronize your methods

‘Doinorder :Dotogether “ifiElse :Loop :While :Forallinorder :For alltogether & Wait = print | =/f

Do in order - Methods will play in order that you place them

Do together — Groups the methods, so they play together

If/Else - If something is true then something will happen

Loops — repeats the method

While — While something is true, something will happen

For all in order (used with list, multiple objects will do something
one at a time.)

For all together (used with lists, multiple objects will do something
together

Wait - Methods will wait before the action

Print — prints the methods

# - programmers notes (only in the script, not in play mode)




Add methods and commands
to your work area

Practice
1. Drag in a wait 2 seconds from the bottom and put in
the work area

2. Click on Astronaut

3. Click on method

4. Drag “astronaut say” into the work area in My First
Method (over do nothing)

5. Click other and type what you want him to say

6. Click on “More” to change fonts, text color, size, etc.

7. Click Play to test




Add sound |

astronaut's details

1 . Cl I C k O n p I’O p ertl eS ]’pruperties rmethnds rfunctiuns |
2. Click the + next to sound e
- S intexture = astronaul.newspacem
3. Click Record sound lingStyle - solid
4. Name your file  pointOfyfiew = position: 2.4, 0.06, 0.98

‘isShowing = true

5. Click record and talk

Seldom Used Properties
= Sounds

import sound

record sound

Click Play to test

Hame: hello

‘ Duration: 0:00.000

Record

Cancel

- Do together
: astronaut say Hello, I'm Heil Armstrong, the first earthling to step foot on the




Add sound

Seldom Used Properties
Sounds

hello ) (this method saves under the properties)

import sound

record sound

1. Drag the sound method you created into the work area

2. Drag up “do together”

3. Drag both methods over “do nothing” so that they play
together

Wait 2 seconds
=l Do together
§§§ astronaut say Hello, I'm Meil Armstrong, the first man to step foot on the moon. duration =5 seconds taxd ofor =

world —  play sound world.hello (0:03.700) -~  more...

4. Click Play to test



Progress Check



SEORUIES RO

o

Create a New Method - Earth spin

Select the Earth from the World or from the Object tree (top left)
Create New Method (under method menu) and name it “SPIN”
Drag the Method “turn” into the work area (over do nothing)
Click on right, 1 revolution
Click on more — duration = 20

Click on more - style = abruptly [ Anewmanos (=)
Drag up “LOOP” command Name: gpin

and click infinity create new method 7 ok |[ cance

Drag the “earth turn” code o — —— —
over “do nothing”
Next we will add an event to have the world spin automatically

@ earth.spin

earth.spin Mo parameters

earth's details
methods

spin

create new method

Mo wvarables

El Loop infinity times times show complicated version

earth turn left 1 revolution mmﬁ s!].r.fun




When the world starts we want
the Earth to spin continuously.

Next slide...




o7 5=

Create new event -

(for the Earth to spin automatically when the world starts)

Click Create New
Event (top right)
Choose “When world
starts<subject>

Click on the arrow next
to “nothing”

Select “Earth > spin”
or drag the method in
Play the world to test
Save your world

When a Key is typed

While something Is true

When a variable changes

Let the mouse move <ohjects=

Let the arrow Keys move <subject=
Let the mouse move the camera
Let the mouse orient the camera

When the mouse is clicked on something

e B When the wnrld starts I

Events |create new event

© WWhen the world starts, do  world.my first method

© When the world starts, do Nothing




Progress Check

Next :

Create another Method

and New Event for the

Satellite to orbit around the Earth



Create New Method - orbit

Select the satellite from the World or from the Object tree (top left)
Create New Method (under method menu) and name it “orbit”
Drag the Method “turn” into the work area (over do nothing)
Click on right, 1 revolution

Click on more - As Seen By = Earth

Click on more — duration = 60

Click on more - style = abruptly

Drag up “LOOP” command

and click infinity

9. Drag the” satellite orbit” method

over “do nothing”

E [ (D world.ry first method Q) earth.spin [ QD satellie.orbit >

satellite.orkit No parameters create new pz

ONOOTAOWDNE

No variahlas create new v

E| Loop infinity times times show complicated version

create new method

satellite — | turn right — 1 revolution =  asSeenBy =earth —  duration =60 seconds — | shyfe = abruptly



Create New Event -
(for the Satellite to orbit Earth)

1. Create New Event (top right)
2. Choose “When world starts<subject>
3. Click on the arrow next to “nothing”
Select “satellite> orbit” (or drag the method in)
4. Play the world to test (adjust duration or spin
direction in your method if you want to change it)
5. Save your world

~ -
o B When the world starts

Events |create new event

:  WWhen the world starts, do - world.my first method
When a Key is typed a

When the mouse is clicked on something . When the world starts, do_:earth.spin

While something Is true

YWhen a variable changes

Let the mouse move <ohjects=

Let the arrow Keys move <subject=
Let the mouse move the camera
Let the mouse orient the camera




Progress Check



If / Else

Add 3 objects for your astronaut
to find.

Shapes or other

| used “rock” under the nature
folder and copied It



Ending ~

To end a game, an object could say something such as: Great Work,
nice try, The End or You Win when it goes near the object.

Practice:
Create another method and event
to have an object say something
when one object is # of meters
from another object.

1. Click on the World in the object tree | B

2. Click on methods wond'sdeg

3. Click on “create new method” propertes |
4. Name it “Good Job” or (other) e

create new method



Ending if/Eise Method

Click on “astronaut” from the object tree
Click on the Functions for details

Drag in “If/[Else” command from the bottom
Into the new method and select “true”

4. Drag “astronaut within threshold of object”
(over true) and Select 1 or 2 meters of rock 3
(or object of your choice)

QN =

astronaut's details [ Q) world.my first method @ world.Good Job
[properiies | methads [ functions | world.Good Job Mo parameters

create new function : NoO variables
I=| proximity E

- S[=/if | astronaut — iswithin 1 meter — of rock2
: astronaut | is within threshold of object 7

(Do Mathing
© astronaut is atleast threshold awayfrom objec

. Ese

5@5 astronaut distance to I_'.Do Nothing



Ending: If /| Else Method continued

1. Add a Wait command from the bottom and
change to 1 second

2. Click on rock 3 or the object you want to win
with and drag the say method and type “Great
Job (or other)

3. Click on “More” to change color of text and
font size

E|[r astronaut is within 2 meters of rock3
Wait 1 second
rock3 say Good Job! fonitsize =40 More...

Else
© (Do Nothing




Ending - Part 2

o

B W

Click Create new event
Select While
something is true
Change <none>to True
Drag in the new method
Good Job over
<nothing> beside
“during”

world's details

|pr|:|perties Imethuds Ifunctinns
iy first method

Good Job! | [ edit |

create new method

Lo

 While
&
© Dul

Events |create new E'-.fentl 1

When the world starts
When a keyis typed
When the mouse is clicked on something

| While something is true E-

When a variable changes

Let the mouse move <objects>

Let the arrow Keys move <subject>
Let the mouse move the camera
Let the mouse orient the camera

o

3

 While true

Begin: Hothing
During: world.Good Joh! 4

is true

End: Nothing




Play world to check



Play world to check

Optional: Add more Events

To have the astronaut go up and
down the lunarlander

“when W| - istyped,
Lo astronaut -~  move up -~ 0.5 meters = siyle =abrupthy

When S |- istyped,

do astronaut — move down — 0.5 meters —  siyie =abruptt




Adding a .|pg file

for a picture, title page, Instructions or credits

Save a .Jpg file to your computer

(You can create in Paint or Powerpoint and save It

as a .Jpg file.)
To add it to Alice
Click on File / make billboard

File | Edit Tools Help

7 New World

@ Open World...

[, save world

Save World As...

Export As A Web Page...
Export Movie...

Exzport Code For Printing...

9 Import...

Add 3D Text...

Make Billhoard...



@ Unirng | Z;

Neil Armstrong
Aug. 5, 1930 — Aug. 25, 2012

Known as 1t man to walk on the moon.

Engineer, test pilot, astronaut and
administrator for NACA & NASA

Served as a naval aviator from
1949 — 1952

Flown over 200 different models of
aircraft including jets, rockets,
helicopters and gliders

Transferred to Astronaut status in 1962

NASA.org



Methods for the image file

1.
2.

4.

Add image, resize it,

Moved it left 5 meters to work on the project without the
Image in the way (drag method to the world preview)
Create a NEW METHOD to move the image right 5 meters,
wait 10 seconds, and then move backward and fade out to
Invisible

Add the title method to “World.myfirstmethod”

|' Q) worldmyfirstmethod | @ neil armstrong?2 title page

neil armstrong2.title page No parametars [O world.my first method

world.my first method Ao ps
Navariahles

No vanables

[~ Do in order
fffEl “neil armstrong2 title page

L3 neil armstrong2 move left 4.75 meters duration =0 seconds more... C—
RS i Wait 1 second

: Wait 10 seconds
neil armstrong2 move backward 200 meters auration =45 seconds more...

neil armstrong2 set opacity to 0 {0%) duration =045 seconds more...




Save Work
Progress Check

[@ world.my first method

world.my first method Vo parameters create new parameter

No variablies create new variable

carmera set point of view to  start Mmore...

“neil armstrong2 title page

camera move backward — 5 meters More...

Wait 2 seconds

-] Do together

. astronaut say  Hello, I'm Heil Armstrong, the first man to step foot on the moon. diration =5 seconds td

world play sound world.hello (0:03.700) More...

astronaut turn right 0.5 revalutions maore...

* camera set vehicle to astronaut = | more...




Congratulations



References
http://www.Alice.org
http://www.ed2g0.com/erating/

Online line Class: Mike Orsega, Instructor

http://www.cs.duke.edu/csed/alice09/

Repository for Alice Materials
Summer 2009/2010/2011

Note about downloading Alice worlds >
 —

Most likely your comput not know what
an Alice world file is, with extention .a2w. If the
Alice world you download is called story.a2w,
your computer may think it is a .zip file and

g rename it to story.zip or story.a2w.zip. DO NOT
unpack it or extract files, but instead rename it

back to story.a2w.

If you can't figure out how to rename it, you don't have to. Instead when you
are loading the file into Alice, you can load it in as a .zip file if you select the
option to load "ALL FILES", and not just ".a2w files".

Gsage of materiaD

These materials are available for free for educational use. You may
copy or adapt materials for educational use with students, or for training
teachers. You may not use this work for commercial purposes.

Team at Duke University is licensed under a Creative Commons

Attribution-NonCommercial-ShareAlike 3.0 Unported License.

Alice Tutorial

These tutorials were developed from Alice workshops held in summers
2008, 2009 and 2010. We are still adding tutorials in 2010. The tutorials
are organized by topics. There are two groups, the first is called "getting
started" and the second is "more tutorials".

Lessons and tutorials

Name: Princess al
Level: Beginner
Time: 45 Minutes

Description: This
you how to add ok
methods, camera
many other things

Finished Worlds

Part 1: Scene Set up and Starting Animation
Links: .ppt, Slides (.pdf), 2-Handout, 4-Handout

Part 2: Writing Methods and Events
Links: .ppt, Slides (.pdf), 2-Handout, 4-Handout

Part 3: Camera Control, Invisibility and 3-D Text
Links: .ppt, Slides (.pdf), 2-Handout, 4-Handout

Part 4: Sounds, Billboards, 3D Text, AsSeenBy
Downloads: creature roar2.wav, forest-1.ipg, &
Links: .ppt, Slides (.pdf), 2-Handout, 4-Handout



http://www.alice.org/
http://www.ed2go.com/erating/
http://www.cs.duke.edu/csed/alice09/
http://www.cs.duke.edu/csed/alice09/

